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RANCANG BANGUN SISTEM PENDUKUNG KEPUTUSAN 







Melihat perkembangan salah satu dari peripheral devices yaitu gaming mouse yang 
sekarang ini banyak sekali variasi pilihannya membuat pembeli menjadi kesulitan 
dalam menentukan gaming mouse yang dibutuhkan. Penelitian ini untuk 
mempermudah dalam menentukan pemilihan bagi yang berminat memiliki gaming 
mouse. Sistem pendukung keputusan ini membantu pengambilan keputusan dan 
dapat memberikan rekomendasi terbaik. Jadi setidaknya orang yang kesulitan 
dalam menentukan sudah memiliki gambaran dahulu dengan mengetahui apa yang 
harus diperhatikan sebelum melakukan pembelian, sehingga akan didapatkan rasa 
puas di akhir dengan pilihannya. Sistem pendukung keputusan pemilihan gaming 
mouse dengan metode Simple Additive Weighting (SAW) dibangun dalam bentuk 
web application dengan framework PHP yaitu Laravel. Dapat menjadi solusi untuk 
lebih mengenal gaming mouse secara mendalam. Berdasarkan hasil kuesioner 
untuk mengukur tingkat kepuasan pengguna dengan metode End-User Computing 
Satisfaction (EUCS) didapati hasil sebesar 90.69% untuk bagian content, 88% 
untuk bagian acccuracy, 89.91% untuk bagian format, 91.39% untuk bagian ease 
of use, dan 87.19% untuk bagian timeliness. Terakhir didapati tingkat kepuasan 
pengguna dengan hasil rata-rata dari semua bagian yaitu sebesar 89.44% yang 
menandakan memuaskan pengguna. 
 
 
Kata Kunci: End-User Computing Satisfaction, Gaming Mouse, Laravel, PHP, 
Simple Additive Weightling, Sistem Pendukung Peputusan. 
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DESIGN AND DEVELOPMENT OF DECISION SUPPORT 
SYSTEM TO CHOOSE GAMING MOUSE USING SIMPLE 





The development of one of the peripheral devices, gaming mouse, which currently 
has so many variations of choice, makes it difficult for buyers to determine the 
gaming mouse needed. This research is to make it easier to determine the selection 
for those who are interested in having a gaming mouse. The Decision support 
system helps decision making and can provide the best recommendations. At least 
they already have an idea in advance by knowing what they are going to buy and 
why they should have it, so buyer will get a sense of satisfaction at the end with 
their choice. The decision support system for choosing a gaming mouse using the 
Simple Additive Weighting (SAW) method is built a web application using a PHP 
framework Laravel. Become a solution to get to know gaming mouse in depth. 
Based on the results of the questionnaire to measure the level of user satisfaction 
using the End-User Computing Satisfaction (EUCS) method, it was found that 
90.69% for the content section, 88% for the acccuracy section, 89.91% for the 
format section, 91.39% for the ease of use section, and 87.19% for the timeliness 
part. Finally, it was found that the level of user satisfaction with the average result 
of all sections was 89.44% which indicated that it was satisfactory for the user. 
 
 
Keywords: End-User Computing Satisfaction, Decision Support System, Gaming 
Mouse, Laravel, PHP, Simple Additive Weightling. 
x  
DAFTAR ISI 
HALAMAN JUDUL ................................................................................................ i 
HALAMAN PENGESAHAN ................................................................................. ii 
PERNYATAAN TIDAK MELAKUKAN PLAGIAT .......................................... iii 
PERNYATAAN PERSETUJUAN PUBLIKASI KARYA ILMIAH .................... iv 
HALAMAN PERSEMBAHAN/MOTO ................................................................. v 
KATA PENGANTAR ........................................................................................... vi 
ABSTRAK ........................................................................................................... viii 
ABSTRACT ........................................................................................................... ix 
DAFTAR ISI ........................................................................................................... x 
DAFTAR GAMBAR ............................................................................................. xi 
DAFTAR TABEL ................................................................................................. xii 
BAB I PENDAHULUAN ....................................................................................... 1 
1.1 Latar Belakang ............................................................................................... 1 
1.2 Rumusan Masalah ......................................................................................... 3 
1.3 Batasan Masalah ............................................................................................ 4 
1.4 Tujuan Penelitian ........................................................................................... 4 
1.5 Manfaat Penelitian ......................................................................................... 4 
BAB II LANDASAN TEORI ................................................................................. 5 
2.1 Simple Additive Weighting (SAW) .............................................................. 5 
2.2 Sistem Pendukung Keputusan (SPK) ............................................................ 6 
2.3 Game .............................................................................................................. 8 
2.4 Gaming Mouse .............................................................................................. 8 
BAB III METODOLOGI PENELITIAN ................................................................ 9 
3.1 Analisis Kebutuhan ....................................................................................... 9 
3.2 Variabel Penelitian ...................................................................................... 10 
3.3 Teknik Pengumpulan Data .......................................................................... 13 
3.3.1 Studi Dokumen ...................................................................................... 14 
3.3.2 Observasi ............................................................................................... 14 
3.4 Perancangan Aplikasi .................................................................................. 14 
3.4.1 Flowchart ............................................................................................... 14 
3.4.2 Database Schema................................................................................... 20 
3.4.3 Use Case Diagram ................................................................................. 21 
3.4.4 Activity Diagram ................................................................................... 22 
3.4.5 Rancangan Antarmuka .......................................................................... 24 
BAB IV HASIL DAN DISKUSI .......................................................................... 34 
4.1 Spesifikasi Sistem ........................................................................................ 34 
4.2 Requirement Analysis ................................................................................. 34 
4.3 Implementasi Sistem ................................................................................... 37 
4.4 Uji Coba ....................................................................................................... 49 
4.4.1 Uji Coba Perhitungan Manual Metode SAW ........................................ 49 
4.4.2 Uji Kepuasan Pengguna ........................................................................ 66 
BAB V SIMPULAN DAN SARAN ..................................................................... 72 
5.1 Simpulan ...................................................................................................... 72 
5.2 Saran ............................................................................................................ 72 
DAFTAR PUSTAKA ........................................................................................... 73 





Gambar 3.1 Panduan Ukuran ................................................................................ 11 
Gambar 3.2 Grip Types ......................................................................................... 12 
Gambar 3.3 Flowchart Utama ............................................................................... 15 
Gambar 3.4 Flowchart Tampil Mouse Search Page .............................................. 16 
Gambar 3.5 Flowchart SAW ................................................................................. 17 
Gambar 3.6 Flowchart Login ................................................................................ 18 
Gambar 3.7 Flowchart Admin............................................................................... 19 
Gambar 3.8 Database Schema ............................................................................... 20 
Gambar 3.9 Use Case Diagram ............................................................................. 21 
Gambar 3.10 Activity Diagram User .................................................................... 22 
Gambar 3.11 Activity Diagram Admin ................................................................. 23 
Gambar 3.12 Mockup Home ................................................................................. 24 
Gambar 3.13 Mockup Home (lanjutan) ................................................................ 25 
Gambar 3.14 Mockup Mouse Search .................................................................... 26 
Gambar 3.15 Mockup Results Details .................................................................. 27 
Gambar 3.16 Mockup Gaming Mouse .................................................................. 28 
Gambar 3.17 Mockup About................................................................................. 29 
Gambar 3.18 Mockup Login ................................................................................. 29 
Gambar 3.19 Mockup Admin ............................................................................... 30 
Gambar 3.20 Mockup Add .................................................................................... 31 
Gambar 3.21 Mockup Delete ................................................................................ 32 
Gambar 3.22 Mockup Import ................................................................................ 32 
Gambar 3.23 Mockup Modal Import .................................................................... 33 
Gambar 4.1 Database Table Mouse ...................................................................... 35 
Gambar 4.2 Halaman Home .................................................................................. 38 
Gambar 4.3 Halaman Home (lanjutan) ................................................................. 39 
Gambar 4.4 Halaman Mouse Search ..................................................................... 40 
Gambar 4.5 Halaman Gaming Mouse ................................................................... 41 
Gambar 4.6 Halaman Gaming Mouse (lanjutan) .................................................. 42 
Gambar 4.7 Halaman Gaming Mouse (lanjutan) .................................................. 43 
Gambar 4.8 Halaman About ................................................................................. 44 
Gambar 4.9 Halaman Login .................................................................................. 44 
Gambar 4.10 Halaman Admin .............................................................................. 45 
Gambar 4.11 Modal Add ....................................................................................... 46 
Gambar 4.12 Modal Edit ....................................................................................... 46 
Gambar 4.13 Modal Delete ................................................................................... 47 
Gambar 4.14 Halaman Import Data ...................................................................... 48 
Gambar 4.15 Modal Import ................................................................................... 48 
Gambar 4.16 List of Results .................................................................................. 64 
Gambar 4.17 Result Details .................................................................................. 65 
xii  
DAFTAR TABEL 
Tabel 3.1 List Ukuran Tangan .............................................................................. 11 
Tabel 3.2 List Tingkatan Berat ............................................................................. 12 
Tabel 4.1 Kriteria Gaming Mouse ......................................................................... 36 
Tabel 4.2 Tipe dan Bobot Kriteria ........................................................................ 49 
Tabel 4.3 Data Gaming Mouse ............................................................................. 50 
Tabel 4.4 Input Pengguna ..................................................................................... 53 
Tabel 4.5 Konversi Size ........................................................................................ 54 
Tabel 4.6 Konversi Weight ................................................................................... 54 
Tabel 4.7 Konversi Grip Style .............................................................................. 55 
Tabel 4.8 Konversi Sensor Type ........................................................................... 55 
Tabel 4.9 Konversi Shape ..................................................................................... 55 
Tabel 4.10 Konversi Connectivity ........................................................................ 56 
Tabel 4.11 Konversi Price ..................................................................................... 56 
Tabel 4.12 Bobot Gaming Mouse ......................................................................... 56 
Tabel 4.13 Normalisasi ......................................................................................... 59 
Tabel 4.14 Hasil Perangkingan ............................................................................. 62 
Tabel 4.15 Alamat Situs Resmi ............................................................................. 65 
Tabel 4.16 Persentase Tingkatan Skala Likert ...................................................... 66 
Tabel 4.17 Hasil Kuesioner Bagian Content ......................................................... 67 
Tabel 4.18 Hasil Kuesioner Bagian Accuracy ...................................................... 68 
Tabel 4.19 Hasil Kuesioner Bagian Format .......................................................... 69 
Tabel 4.20 Hasil Kuesioner Bagian Ease Of Use ................................................. 70 
Tabel 4.21 Hasil Kuesioner Bagian Timeliness .................................................... 70 
